Abstract. Producing plays, films or animations is a complex and expensive process involving various professionals and media. Our proposed software system, SceneMaker, aims to facilitate this creative process by automatically interpreting natural language film/play scripts and generating multimodal, animated scenes from them. During generation of story content, SceneMaker will give particular attention to emotional aspects and their reflection in fluency and manner of actions, body posture, facial expressions, speech, scene composition, timing, lighting, music and camera work. Related literature and software on Natural Language Processing, in particular textual affect sensing, affective embodied agents, visualisation of 3D scenes and digital cinematography are reviewed. In relation to other work, SceneMaker will present a genre-specific text-toanimation methodology which combines all relevant expressive modalities and is made accessible via web-based and mobile platforms. In conclusion, SceneMaker will enhance the communication of creative ideas providing quick pre-visualisations of scenes.
Introduction
The production of plays or movies is an expensive process involving planning, rehearsal time, actors and technical equipment for lighting, sound and special effects. It is also a creative act which requires experimentation, visualisation of ideas and their communication between everyone involved, e.g., playwrights, directors, actors, cameramen, orchestra, managers and costume and set designers. We are developing a software system, SceneMaker, which will assist in this production process. SceneMaker will provide a facility to test and pre-visualise scenes before putting them into action. Users input a natural language (NL) text scene and automatically receive multimodal 3D visualisations. The objective is to give directors or animators a reasonable idea of what a scene will look like. The user can refine the automatically created output through a script and 3D editing interface, accessible over the internet and on mobile devices. Thus, SceneMaker will be a collaborative tool for script writers, animators, directors and actors, sharing scenes online. Such technology could be applied in the training of those involved in scene production without having to utilise expensive actors and studios. Alternatively, it could be used for rapid visualisation of ideas and concepts in advertising agencies.
SceneMaker will extend an existing software prototype, CONFUCIUS [1] , which provides automated conversion of single natural language sentences to multimodal 3D animation of characters' actions and camera placement. SceneMaker will focus on the precise representation of emotional expression in all modalities available for scene production and especially on human-like modelling of body language and genre-sensitive art direction. To achieve this, SceneMaker will include new tools for text layout analysis of screenplays or play scripts, commonsense and affective knowledge bases for context understanding, affective reasoning and automatic genre specification. This research focuses on three research questions: How can emotional information be computationally recognised in screenplays and structured for visualisation purposes? How can emotional states be synchronised in presenting all relevant modalities? Can compelling, life-like and believable animations be achieved? Section 2 of this paper gives an overview of current research on computational, multimodal and affective scene production. In section 3, the design of SceneMaker is discussed. SceneMaker is compared to related multimodal work in section 4 and section 5 discusses conclusions and future work.
Background
Automatic and intelligent production of film/theatre scenes with characters expressing emotional states involves four development stages:
